
mum 



Nintendo 


NEED HELP WITH INSTALLATION , 
MAINTENANCE OR SERVICE? 


NINTENDO CUSTOMER SERVICE 
WWWMNTENDO.COM 


or call 1400-255-3700 

MON. - SUN, 6:00 am. to 7:00 p.m., Pacific Time 
(Times subject to change) 


Nintendo of America Inc. 

RQ Box 957, Redmond, WA 98073-0957 USA 
www,nintendo,oom 


PRINTED IN USA 



WrW 

Wij 

l fjjliMI 


U1L 


iJf Jp 

















































PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO ® HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING ■ Seizures 

* Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 

* Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 

Convulsions. Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 

2. Ray video games on the smallest available television screen. 

3. Do not play if you are tired or need sleep. 

4. Ray in a well-lit room. 

5. Take a 10 to 15 minute break every hour. 


AWARNING - Electric Shock 

To avoid electric shock when you use this system: 

* Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

* Use only the AC adapte r that co mes with you r system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires, 

* Make sure that the AC adapter cord is fully inserted into (he wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


A CAUTION - Motion Sickness 

Raying video games can cause motion sickness, if you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 

The Nintendo GameCube is a Class I laser product, Do net attempt to 
disassemble the Ninlendo GameCube, Refer servicing to qualified personnel only. 

Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


AWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can: make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 

* Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play, 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

* If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 



If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 


neutral position, causing incorrect game 
control during game play. To reset the 
controller, release all buttons and sticks to 
allow them to return to the correct neutral 
position, then hold down the X, Y and 
START/PAUSE Buttons simultaneously 
for 3 seconds. 


L Button 


R Button 


C Stick 
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Control 
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THIS CAME SUPPORTS 
GAME PLAY WITH ONE 
PLAYER AND CONTROLLER. 



THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 


D THIS GAME IS COMPATIBLE 
WITH PROGRESSIVE SCAN 
MODE TVs* 


Progressive Sian 

romptrtibie 


NEED HELP PLA YING A GAME7 

Nintendo's game pages at www.nlntandD.com/gamH feature 
walkthroughs, frequently-asked questions, and codes for many of our 
games. If your answer isn't there, check out our forums where you can 
exchange tips with other gamers online. 

For more information about our forums, visit: 

www.nl n te nd o .com / comm unity 

If you prefer to use your phone, recorded lips for some of our hottest games 
are available on our power Line at (415) SS5-7519, This may be a long¬ 
distance call, so please ask permission from whoever pays the phone bill. 


nninnmvr Manufactured under license from Dolby Laboretoriea- 

Dolby, Pro Logie, end the double-D symbol are iraetomerka 
PRO LOGIC U 0 f Dolby Laboratory. 

This game is presented in Dolby Pro Logic II. To pray game* ifta r cany ibe Dolby 
Pro Logic II logo In surround sound, you will need a Dolby Pro Logic 11, Dolby 
Pro Logic or Dolby Pro Logic II* receiver. These receivers ere sold separately. 


(HintwidiQ 

ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME. SCENARIO, MUSIC AND PROGRAM, 
RESERVED BY NINTENDO, 

™, S' AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARKS OF NINTENDO, 

£> 2U05 NINTENDO. ALL RIGHTS RESERVED. 
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LET BATTLE COMMENCE. 


The world of Battalion Wars has a turbulent history, served by 
global conflict and only briefly interspersed with periods of tense, 
nervous peace. Over time, the great armies of the Western Frontier 
and the Tundran Territories have fought each other to a standstill. 


They now abide by a treaty guaranteeing mutual sovereignty, 
their two vast empires separated only by a thin strip of iand- 
a Demilitarized Zone. Both sides monitor each other closely, 
primed to retaliate in the event of a preemptive strike. 




Gorgi, Tsar of the Tundran Empire and supreme commander of its 
military forces, will soon pass the reins of command to his son 
and heir, Marshal Nova. 


The Marshal has a more modern outlook than his father, and with 
Nova in charge, some dare to dream that a real and fasting peace 
might yet be possible... 


But on the other side of the DMZ, General Herman of the Western 
Frontier is spoiling for a fight; it's been loo long since Frontier 
troops saw combat. 


Brigadier Betty has a plan to get the men fighting fit and keep an 
eye on the Tundrans at the same time-this is where you come in, 


as special Battalion Commander for the "Fightin' frontier"! 
















As g special Battalion Commander for the Western Frontier fortes, it is your job 
to combat the Tundron threat where the fighting is at its most desperate... 

You must master the control system if you are to fight and deploy your fortes 


Action Controls 


Use ihe Control Slid to walk, drive, or fly the unit yon are conlrolling in the direction 
yoo want to go. Hie amount you lilt the Control Stick affects the speed ot which you 


-<( zEs Button y 


K START/PAUSE ) 
pa Control Pad) 


Bullon y 


S Button 
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Button 


iX; Button ^ 


rsuck ) 


0 Button y 

■< ( Q Button y 




Veteran troops are equipped with specialist weaponry- Press and hold 0 when 
controlling o Veteran soldier to power up the weapon, Ihe effect of powering up varies 
according to the weapon being used: 

Gaiaoka - Charging up increases launch velocity; o charged up bazooka she! will 
travel farther, faster and cause more damage. 

Flame - Charging up increases the force of the napalm jet, extending tie range of lie 
weapon. Don't allow tie charge bar to fill completely or Ihe weapon will overheat and 
cease to function until it cools, 

Assault - (larging up increases the rate of fire; stay in tie 'sweet spot' and fire as 
fast possible by rapidly pressing 0, Don't allow tie weapon to overheat or it will be 
temporarily disabled, 

Missile - (larging up loads a salvo of missiles into the beech, These can then he 
bunded in rapid succession. Use this technique to deliver a fat of damage in one attack. 

■Qg— Mortar - (larging up increases the blast area and damage caused by mortar shelfs. 

1 1* Use charged up shells to disrupt large groups of infantry in a single strike. 


Use 0 to clear low obstacles such as barbed wire, sandbags or fallen frees. You tan also 
jump into empty gun nests, hunkers, towers or capture points. 


Press -L to crouch 
down. Crouch behind sandbags 
and fogs far protection; using 
cover wll mini 
of enemy fire. 


Jt, 


















































Pressing olso allows you to aim freely wilii Q. Use aiming to direct your units to 
precise locations. The aim feature is also useful for targeting aircraft. 


Press _Ti to lock on la enemy troops, and target yoor fire accurately. 
Yoo coo also ose Lodc-on to ossist in giving orders to your friendly soldiers. 


Commanding Controls 


The Selected unit type which will respond 
when you issue o commend. lilt :: < { > left 
or right to Select a unit type. 


You con switch between Indeed targets by rapidly pressing. 'Ei. The secondary 
crosshair will show yoo which target yoo will cycle to next. 


If you press and held XS , you can strafe side-tn-side with. . Locking onto an 

enemy with £33 allows you to strafe around that enemy while keeping them in your 
crosshairs. 


While 4 X 1 is pressed, you can combat roll in lour directions hy pressing 0 and lilting 
0. Use this maneuver tn 

dodge incoming fire end threw ja 

off the enemy's aim momentarily. Jjjj# 4A 

if * % fv 


This is on advanced technique; Till © up 
to select individual units. You con then 
give orders ta one unit at a lime. 
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Inslruct selected units to follow you by pressing *. Units in; follow mode will defend yon 
and each other automatically, If ol the selected units are already in follow mode, 
pressing ^ will instruct them to wait, 

Use (p to order your selected units forward. 


•Pressing (P while aiming at on empty piec 
units to move Ed that area and defend it. 


your si 


to con oko m @ to swim, but be warned, you con only do this for o limited Time 
before the weight of your equipment will start to drag you down. Don't stay in the water 


•Pressing (p while aiming ai o gun m{ lower, bunker, or Capture Paint will 
order selected infantry units to occupy that b uilding. 


Don't drive your vehicles into deepwater; if water enters the engine comportment the 


ft ess 0 while swimming to dive beneath the surface for a moment, this will help you 
to evade incoming enemy projectiles in this vulnerable situation. 


When flying aircraft, use t j 5 together with Q to change your altitude. 


As special Battalion Commander, you con switch direct control between any of the anils 
in your battalion. Use til to transfer control to another unit. Too con do this in 
three ways: 

1| Lock onto the friendly unit with and ihen press w . 

2} Select a unit type with |} and then press <3D to transfer to tie nearest 
unit of that type. 
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v 



3) Select an individual unit with ■:< - and then press a ta transfer to 
that particular unit. 





























Power How much punishment you dished out to the enemy. 

Speed How swiftly you completed the mission objectives. 

Technique How well you protected end preserved your units. 

You can receive the following medals: 

© Special! These medals ore awarded only for distinguished service ubove end 
beyond the coll of duty. Extraordinary volor and strategic genius required. 

1| Top-flight commending. Other (Os hove a thing or two to learn from your 
bottle stills. 


^ Awarded for solid, respectable performance in the held. Good jab! 

Success, hut at what price? Consider using todies, Commander! 

Unlocking Bonus Missions 

Each of the four Battalion Wars campaigns features one unlothable Bonus Mission. 
We're not saying anything mare about these top-secret missions, but they're 


On successful completion of o mission, your CO will assess your prowess us u 
Commander. The medal you rereive depends entirely on your performance. The 
following critoriu ore used when making on assessment of your command; 


You can switch between Local and Global camera views at ony time by pressing 


Local view is hest for close-quarters combat. 


Global view offers improved situational awareness, 
and con make commanding your troops easier. 


] o high overage store for that campaign. Hie 
lolal store required to mob the Bonus missions available appears when you select 


in every mission, so if you have o favorite, try getting on 5 on that mission 






















Itte unit under your direct command appears here, along with a Life Gauge to let you 
know how fighting fit lie is. 

Watdi oul if you; Lie Gauge Hushes jed-thts means you re lotting hits, 

A blue Bustling Lifu Gauge means you're lit water, end your stamina is running oul. Head for the share if it's 
flashing fust, or yuullilarllo drown! 


This is the hedge of common! It shows you who r s in charge (you!]. Watch oul for the 
Commend Chevron on the Hap Screen and in the Global camera view; it helps identify 
your position. 


& 




Incoming Intel und strategic advice from your Commanding Officer will be relayed via 
your Comltnk. Don't forget that you can check bade an this CD Intel in the Mission Log 
screen (press Slort/Pause, and navigate ta the Mission Log with^ and *). You 
con also monitor transmissions from enemy CDs with this device, so pay attention-tfiey 
may give away useful information. 


| dangerous situations! 

ki this is bow it looks when youre free-aiming with ^ . 

When you lock on So a target wilb t 3- t tie crosshair will change shape. 

If the target you're locked onto Is out of weapon range, the crosshair will flash. But 
when your target is within weapon range, the crosshrnr will display tke ibis. 


Keep an eye out for the secondary crosshair. 

Ibis nifty item will indicate la you what you'll lack onto next if you press , 


This handy gauge lets you know how many shots you have left In your 
current magazine. 


on units that take a while to reload, such os tanks end artillery. Your unit will reload 
nticaly but keep an eye on your reload bar if 


m Veteran troops have advanced weapons that feature a Charge hi This 
I ' appears on the right-hand side of the crosshair. The Charge Bar behaves 
differently than the Reload Bar-it fills as your weapon powers up. Fill the 
charge bar as high as you dare to deliver maximum damage; hut watch out—if you fill 
the bar completely when using Assault or Flume troops, your weapon will 
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BAZOOKA 


Aim ot any unit to bring up its ID tab. Hie name displayed above 
it tells you what type of unit you're looking at, plus there's a 
bandy Life Gauge so you can see what kind of shape the unit is in. 


Map Screen 


oressw 


wifh /T \ and /TV 


t zone.l 


j a commanding view ot m 
I war and to scope out enemy positions. 


(©) to navigate your way around the Commond Stir the $ to instruct your units to wait or 
follow, anil order them to advance with ("P. You can also transfer direct control to another unit 
using M . The All icon on the far left hand side of the Command Bar allows you to give on 
instruction to your entire Balia lion with one button press. This is really useful lor setting oil your units 
to Follow or Sentry, but we don't advise using the AH icon lor issuing attack arders-unless every type 
of unit under your command Is suitable (or tackling the enemy at hand. 


The icons displayed above your units show you ibeir current Mode. 


V 


follow Mode - this unit will follow the player unit, and will automatically defend any other 
nearby friendly units. 


^ Sent ry M ode - this unit will defend the oreo where it was ordered to go on sentry duty. 

Move Mode - this unit is en route to an objective; either a Capture Point, on aree to delend, 
or a gun turret, 

Attack Mode - this unit has been ordered to attack an enemy, and will pursue and destroy 
that target. Only then will it return to follow Mode. 


Tour radar shows up all units within a 70 meter radius. Enemies are 
marked as red blips and friendlies os green. Allied units ore marked with 
yellow blips, and neutral entities such as empty gun lurrels are colored gray. 


Patch up those wounds with Medipncs dropped by defeated enemies. 

Watch out far Jerry cans from the wreckage of enemy vehicles; these items con keep 
your engines running smoothly ond your mobile armor in showroom condition! fly 
over Jerry cons when piloting aircraft to repair any damage to your fuselage. 

Your troops and vehicles will help themselves to supplies thol They find on 
the battlefield, so watch out they don't heal you to it! Supplies that drop 
from enemies don't slay Ground forever. 


Plan ohead-Me tactical decisions about which units to deploy, based an the enemies 
you identify on the mop screen before going into combat. 

Move your magnifying lens around ihe map using 0 , The magnifying lens albws you 
to identify individual units in the field. You con Zoom in ond out with (|}to gel more 
detail, hut note that the lens moves faster when you are zoomed out. 

You can also control transfer to friendly units via the mop; just pul the crosshairs of your 


objectives ore represented by flosbing silver stors. 


Mission Log 


Aj 


you by your CO in the Mission Log. You 
can access the Mission Log hy pressing 
Start/Pouseond navigating to it with 
/T , and /Tv Here you will 
find a record of oil recent 
communications from friendly ond 
enemy CDs that have been transmitted 
during (he mission, Use the Control 
Slick to scroll up ond down if you wont 
to check on earlier dialogue. 


































Objectives Streen 


lie battlefield can be a chaotic place ol times; if you ever need to remind yourself of 
what's next on your to-do lisl, refer to the Objectives streen. You tan access the Objectives 
Screen by pressing Stnrt/Pause and navigating lo il with ZTZ and £E\ 

Mmary Objectives bavelo he completed in order lo successfully clear the mission. These 
are marked with a gold star 

Secondary Objectives may boost your firepower, or otherwise assist in completion of the 
Primary Objectives. Ihese are marked with a silver star. Completion of secondary objectives 
can also improve your store for the mission. When an objective has been completed, it will 
be colored gray. 


Pause Screen 


Sometimes even the most hardened veterans can get war weary. If you've had your fill of 
lighting, turn to the Pause Menu to try again or throw in the towel. You can access the 
Pause Menu by pressing Slart/Pouse and navigating lo it with and . 

You can restart the mission if you've devised a new bottle plan that you want to try out, 
continue if you've changed your mind, or just ploin quit if you've really had enough. 


• If you have units that may be vulnerable to your enemies up ahead, leave them 
behind until the threat has been neutralized by setting them to Sentry mode. 

You can do this with jx) . 

* If you're not sure what to do next, check back on the Mission Lag and Objectives 
Screens by pressing the Slart/Pouse Button. 


General Herman' 


i ; s tips ^ 


• M zn to cycle rapidly between multiple targets. 

• Combat roll to avoid enemy projectiles and throw off their aim; you can roll left, 
right, forward, or backward by tilting the Control Stick and pressing Q when 
/Tn is held down. 

• Remember to loke odvanloge of cover in o lirefighkrauch down behind logs and 


* Use your mm troops to dislodge enemy m 
Mortars con target enemies through obstacles such os walls or terrain. 

* fleck tbe mop screen to locate Prisoners of War; rescuing our boys from captivity 

r er. 


Brigadier Betty's tips j 


Colonel Austin's tips ^ 


direction on ^to raise the camera and improve your situational awareness. 

* You can control transfer lo distant units via the Map Screen; just move your crosshair 


« Anli-oir missiles can't track aircraft below radar altitude; if you hear a missile 
bck-on warning sound when flying a plane or gunship, dive low to ovoid enemy 
missiles! 

• Tactical deployment Is essential far success; use Bazooka troops against enemy 
armored vehicles, but don't expect them to have an easy lime against Rifle 
troops. Flame troops ton toke down enemy infantry in o jiffy at short range, but 
they can't offer much resistance to tanks. 


* Try not to leave the mission area. If you attempt to go Ml you will be brought 
back onto the battlefield by your CO. 

• When defending an area, put your infantry No positions where they can take 
advantage of cover ta minimize the damage they suffer, 

§ Use Recons to scout out the enemy positions and issue rapid deployment orders. 
Ihese vehicles may be lightly armored, but their speed allows you to gain 























ARMED WITH 


Ml? FULLY AUTOMATIC ASSAULT RIFLE 
LONG RANGED ANTI-INFANTRY 


One on one. Grunts are weaker than most Veterans. 
Hoi in sLiUlciemnumliers they are veryuselul shock 
boons. Grunts have Itie longest range of any 
infantry unit which can make (heir deployment 
decisive on an open Daitlelield 


LOW RECOIL ROCKET PROPELLED PRDJECIILE 
LAUNCHER 


COMBAT ROLE 


MID RANGED ANTI ARMOR. VULNERABLE TO 
OMR INFANTRY 


Bazooka veterans areideai for de al ing with Hie 
threat of enemy tanks, fl few well-placed high 
explosiue projectiles can turn even the most 
impressive battle machine into a heap ol smoking 
junk. Unfortunately their projectiles have a very low 
muzzle velocity which makes them refaiivelyeasy id 
bodge tormorcagileenemies. 


ARMED WITH 


FtADAH GUIDED SILVERFISH ANTJ-AIR MISSILES 


COMBAT ROLE 


MID RANGED ANTI AIR. VULNERABLE TQ GROUND 
BASED ENEMIES. 


Against an airborne target. Missile Veterans are 
deablvJhe sight el thatdistinetive curving smoke 
trail means freedom lor troops pinned dewn hy 
enemy aircraft. But foe missiles are easily 
confused by ground scatter against land-based 
units they cannotachieve lock-on and simply 
spiral out olconlrol, 


COMBAT ROLE 


MID BANDED ANTI-INFANTRY / LIGHT ANTI- 
ARMOR / AIRCRAFT 


Although inaccurate ai extreme long range, foe 
sheer volume oi heavy caliber bullets that Assaull 
veterans produce means that iheyare deadly 
against all infantry types, and reasonably effective 
against ihe more lighily armered vehicles. 




"IHERMIOOR 


HIGH PRESSURE INCENDIARY 


PROJECTOR 


INFANTRY OPEN VEHICLES 


SNORT RANGED ANTI 


Nothing strikes lear into an opponentmore than foe 


sight of a Flame Veteran advancing through cover to 


dose quarter combat range 


Amongst tightlvpacked 


pups ohnlautrvthey are Ihe most devastating 


beeps available, but against armored vehicles they 


can do little more than scorch foe paint 



















































STATISTICS 



GROUNDHOG 50MM PARABOLIC GRENADE 
LAUNCHER. 


COMBAT ROLE 


LONG RANGED SUPPORT UNIT. TARGETS ENEMIES 
BEHIND WALLS AD COVER 


lie ability ol Morlar veterans to lire over walls and 
defenses makes them invaluable for dealing with 
heavily entrenched opposition. Use Morlar troops to 
blast vour opponents out ol cover or qui from behind 
walls. Their high explosi ve shells are also effecti ve 
against vehicles. 



CREW: S, SPEED: Z WEAPONS: 3 ARMOR: 4 

BHHH■ 

Mil VEMCLE/ANTI-IFAHTRY. VULNERABLE TO 
ANTI-ARMOR VETERANS AND AIRCRAFT. 


Equipped willi the newtwin barreled ami-tank 
cannon and two Hubenand Cumbemald anil- 
personnel machine guns, the Herman MIA5 Main 
Baltic Tank, ofHermanaiof as it is afleeilonatety 
known, packs a mighty punch, like Lhe Mk5 however, 
litis unit can slill lall prev lo enemir HPE’s despite its 
ceramic laminate armor. 


Ground Vehicles 



STATISTICS 


CREWcZ / SPEEDj 3 / WEAPONS: 2/ ARMOR; 3 


COMBAT ROLE 


ANTI INFANTRY. VULNERABLE TO ANTE ARMOR 
VETERANS AND AIRCRAFT. 


lhe Herman M light tank has beep the standard 
battle tank of lhe Western Frontierior some years 
now. Its latest iteration sees it armed wilh a single 
1mm cannon and a shor[ range heavy machine 
gun. Despite its relative high speed and mobility, 
its light armor means this lank is easilv vulnerable 
id a Bazooka ambush. 



STATISTICS 


CREW: It SPEED: S / WEAPONS; 1/ ARMOR: 1 

HIGH-SPEED RECONNAISSANCE, LIGHT AHTI 
INFANTRY. 


The NIX-500 Is the Western Frontier s fastest Light 
Attack Vehicle. Its speed and maneuverability make 
II ideal for its roloas lire army's "roving eves “ With 
no armor to speak of and just the one rear mounted 
HMG on the base model, litis vehicle should avoid 
entanglement wherever possible. 



„E3 

CREW: 3/ SPEED: 4 / WEAPONS: 2/ ARMOR. 2 

E 


HIGH SPEED ANIMNFANTRY. VULNERABLE TO 
MACHINE GUNS 


me Humbug heavy recon vehicle is armed with 
dial- iurrel, pintle-mounted ,50 caliber HMDs, it is 
mosteflective atfast, slinging raids against 
infantry. While its maneuverability can make it 
capable ol avoiding enem v rockets, its light armor 
leaves it susceptible to RMB lire. 


Tffi 




























































Air Vehicles 



CREW: 2/ SPEED: 2 / WEAPONS: 2/ ARMOR: 3 


ANTI-AIR. VULNERABLE TO TANKS, AND ANTI¬ 
ARMOR VETERANS 


file PrometheusIIM-9fifi mobile missile elattonn 
fires a barrage ol 8 deadly 15-111 Silverfish anti-air 
missiles, With a highlyexplosive payload and 
deacHv acGiirasvagainsi air targets, this unil is the 
scourge Ql enemy air forces. The AMR is unable 
Id radar-lock low level targets. and hence is wildly 
inaccurate against ground units. 









CREWj 8/ SPEED: 1 / WEAPONS; 6 ARMOR; 5 


ANTI INF A NTBT/fl NTHfl NK. VULNERABLE 10 
AIRCRAFT 

man intimidating array ol firepower me Ajar 
[’500 BattEestation is the ultimate ground -based 
weapons nlatlorm TheT-SBBlealuresa nowerlul 
double barreled datile caEition iw&sidemoumeil 
anti-vehicle turrets and throe rear-mounted ,50 
caliber Ms. ns only weakness is its lack of ami- 
air capabilities. 







:rf; iyfj 

CREW: 6/ SPEED: 2/ WEAPDNS:2/ ARMOR: 4 


COMBAT ROLE 


TROOP AND VEHICLE CARRIER. 


The C-Type "Samson" rapid-insertion Carryall 
transports WF inlantry amt vehicles in and out ol 
hotspots across the globe. AUHough I a eking in any 
significant offensive capability the seven-berth 
Samson (6 ere wand f vehicle) is thickly armored and 
can scakup a lot ol punishment. 
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STATISTICS 


CREW; 2/SPEEDS/WEAPONS'2 ARMOR: 3 
A]R IQ AIRh POOR AIR TO GROUND CAPABILITIES 


The M9 Poltergeist is the most advanced jei Tighter 
vet II has twin air to air Silverlish missile pods tha! 
are oerteetlor targeling enemy aircraft The 
inacouracy of its missiles against suO-radar targets 
does limit its usefulness in anaiMo- groimd role 
however. 


Western Frontier 


As a nolion, ihe "Fighlin r Frontier" is inclined to tab a sporting approach to war 
Frontier Commcindrng Officers keep labs on their world ranking and are very 
comDetilive about therr latest "scores. 1 ' 


STATISTICS 


CREWi 3 SPEED:3 WEAPONS: 3 ARMOR: 3 


AIR 10 GROOM VULNERABLE TO FIGHTERS, 
GUNSHIPS 

As a stable gun platform for unleashing destruction 
trom the air. the Duey AH-8G Gunship has no equal. 
Its two mountings lor AQM-115 Hecfcnre missiles 
ensure that ihe Guuship nan cut through enemy tank 
columns in a very short time indeed lis slow speed 
can leave 11 exposed io lighters. 


The Western Frontier keeps ils age-old enemy, the Tundran Empire, alarm 1 ! length, 
bul they are cat ol touch with what goes on beyond their borders. 


SPEED:3. WEAPONS:7/ARMOR:S 


TO GROUND. VULNERABLE TO 


Alfibtk, vivacious, ond 
energetic. She lilies la 
m t mid wi hard, Her 
sunny outlook boosts 
macule and skis keen thirl 
alt 

well bay after, She can uc 
stiptiientwilh her other COs, 
hut when they rutile each 
other's feathers Jetty 
straightens them out. 


R'Smrstraio Destroyer is the king otihe sky. 
Armed with both aiMo-air missiles and Ihe ability to 
delivera heavy consignment oi high explosive 
bombs, there is no real chink in ils armor (which is 
extremely thick}. Its only possible weak point is that 
it lies no rear lacing armaments. 


Distinguished ond 
sioresancnHce. Austin can 
sometimes becameever 
concerned wth details and 
planning, and die army 
would grind to a perfedly- 
orgonizedklt ilk weren't 
paired with Herman. 
Strategic thinking is M's 
strongest suit. 


Gened Herman is such a bunie of aggressive energy that 
two generations af Frontier tanks were named after him. 
His immense drive keeps ihe Frontier forces on ihe ball 
Herman rs gruff but playful, with a foKinofion for al 
things tadki Hermii is oEfecliafiaiely known as “(noth' 
by ihe troops. 

















































Tundran Territories 


Hie Tundran Empire has long been ruled by a Dynnsty. Tundra is steeped in tradition with a 
rigid social structure. Only mole members of ibe Imperial family may aspire to the Officer 
doss of ibe Tundran army. Ibis bos changed with the ascendancy ol Marshal Novo to tbe 
rank of Supreme Commander. His first and most conlroversiol act was la demonstrate bis 
belief in merit over birthright by appointing Nelly to the post ol major... 


Xylvania 


] in o 


ruthless grip. But the cataclysm visited upon the Legion by the Solar Empire pushed 
Xylvania between the cracks.of history. Its people became a casualty of the 
Frcntier/Iundra power struggle; annexed and abused by one side or the other, then left 
to nurse their resentment in She shadows. 


teflu of responsibility 
have left him with 
difficulties in expressing 
enrnlion.ltiE Wain 
rwWe fom^ Gorgi is 
imperious end 
diGuvmisfic. He is 
skep lid of Nava's new 
□pprooch to government 
though he b very 
ottixh&d talus son. 


An cxceffenr CO due ro 
tier robust melhods arut 
sen^e of linlice. She ts o 
broad, warm woman wtia 
cares deeply for her lofidiers. 
Nelly can tul ifiraugh aiiy 
trinecessaryFnKhisFnnihe 
tolerares Gorki's uTtiJude 
tanHier dire b her respect 
for hrs achievements. 


Proud End stern. Athampiori boxer at |Ke ecodemy, tie 
feels the need for progress. Unlike bis father, he hits been 
Exposed to worldwide culture since birth, and he h a greet 
modernizer. His sup port far Nelly exemplifies this. 


Solar Empire 


Many centuries ago, the Solar Empire were able to defeat Xylvania by ibe last-ditch use 
of a doomsday device. Though it reduced the Iron legion to ashes, the cataclysm also 
inflicted great sacrifice on the Sok Both peoples will never forget this day, and their 


A loyal incompetent whs e 
very goad nt following 
orders. However, his lock 


Ubel 
provides 
the muscle. 


Vied, respecting 
his superior's power 
end lock of emotion. 


Manipulative end 
kittenish, but not as 
smart os slie thinks. She 
suffers Irani terrible 
airiosity end bets always | 
been fascinated by 
Xyfvonia's dork 
past Her 
fearsome 
reputation as 
on air ace has 
lent her the 
nickname 'la Red 
Cainless.' She teases Ubel 
in malms gvnesaF power. 


Sice his rise to power, bos been intent up 
reclining Xytvviiu's historical legacy. To this end 
ibe Xylmons have been working to create a 
worthy vmy, Tbe small portion of land ley sill (nil 
their awn bos been polluted and desteoyed by ibis 
effort. For Xylvania, war must come now. 


Ibe direct descendant of ibe uncestrol Solar tender wba destroyed die Iron 
Lepon. Supremely elegant, yet ruthless, tbe Empress is able to presage 
events. She bos been brought up, as were her mother und mother 's 
mother, to be ready to slop tbe Xylvanim evil should it vise again. 
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Warranty & Service Information 


Important Legal Information 

Copying of any video gome for any Nintendo system is illepol and is strictly prohibited by 
tfomeslic and iniernolionol intellectual property lows, “Bock-up" or "ordiivoi" copies ore not 
authorized and ore not necessary to protect your software. Violators will be prosecuted, 

Ibis video game is not designed far use with ony unauthorized copying device or any 
unlicensed accessory. Use ol ony such device will involidole your Nintendo product warranty. 
Nintendo (and/or ony Nintendo licensee or distributor) is not responsible for ony damage or 
loss caused by the use of ony such device, ll use of sucb device causes your gome to stop 
operating, disconnect the device carefully to ovoid damage and resume normal game ploy, 
ll your game ceases to operate and you hove no device attached to it, please contact Nintendo 
Customer Service (see below). 

Ihe contents of this notice do not interfere with your stolutory rights. 

Ibis booklet and other printed materials accompanying this game ore protected by domestic 
and international intellectual properly lows. 

For further information or assistance, please contact: 

Nintendo Consumer Service 
wwwmintendo.com 
or coll 1-600 255-3700 
(11.5, and Canada) 


REV-0 


Ton moy tied only simple instriNtions to correct a problem wNh yovr product, Try our web rile of 
www.ninteniiQ.fflm or rail gut Consumer Assistance Hatline at 1-8QQ-25H70D, rattier than going 
In your retailer. If aw of operation are 6 a.m, la 7 pm, Pacific Tine, Monday - Sunday f times subject to donge). 

If the problem mm 1 1 k sotveJ with the traubfesbaolKig information avdable on-line or aver the telephone, you will 
he offered express factory service ibrangh Ninlendo or referred to the newest FUNTEHEH) AUTHORIZED REPAIR (ENTER. 
Please do not send any products la Nintendo wilhmil contacting us first. 

HARDWARE WARRANTY 

Nintendo of America Inc, (‘Nintendo warrraits to the original purchaser thal ihe hardware product shall bo free from 
defects in material end workmanship far twelve [1?) months from the date of purchase, If a defect covered by this 
TWjrmnly occurs during lib wanly period, Niilendo or o NINTENDO AUTHORIZED REPAIRCEHTER wii report lie 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only it 
die date of purchase is registered at point of sole or the consumer con demonstrate, to Nintendo s satisfaction, lot tie 
product wo; purchased wflhm the last 1? months, 

GAME & ACCESSORY WARRANTY 

Nintendo wonts to the original purchaser thal the product (gomes and accessories) shoil be free from defects ii 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warrwity occurs during ibis three [3) month wanly period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENT! It 
will repair tie defective product, free of charge. 

SERVICE MR EXPIRATION OF WARRANTY 

Please try our website at www.nintendo.com or call lie Consumer Assistance Hotline at 1*255-3700 for 
froubleshaating information and/or referred to the nearest NINTENDO AUTHORIZED REPAIR (ENTER. In some instances, 

It may be necessary far you to slip tie complete product FREIGHT PREPAID AND ENSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first. 

WARRANTY LIMITATIONS 

IS WARRANTY SNAIL NOT APPLY IF THIS PRODUCT: [a] IS USED WETH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, RUT NOT LIMITED TO, MCQtSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND FOWER SUPPLE); [I] IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL]; ft) IS MODIFIED OR TAMPERED 
Wl; |d| IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR [e] HAS HADTHE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 

W APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS AMICABLE}. IN NO EVENT SHALL NINTENDO BE UABIE TOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE HUGHS MAY NOT APPLY TO YOU. 

This- warranty gives you specific legal rights. You may also lave oiler rights whirl very from stale to stale or province 
la province. 


Nmtentfo's address is: Nintendo of America Inc., F.O. Box 957., Redmond, WA 9BQ73-0957 U.S.A. 
This warranty is only void in the United Stales mid (onrcfa. 







